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Abstract

Video games have been an irresistible type of entertainment in the Arab world ever since the
emergence of PCs, Consoles, and smart Phones, and yet they remain the most favourite one to

young Arabs nowadays.

Although most video games are developed in English, yet the desire to expand to new markets
have led most developers to localize their games into many target language versions. This has
brought about the emergence of a new field in translation, game localization, which combines
elements of screen translation and software localization. Even though the practice of localizing
video games has undergone remarkable transformations over the years. Nonetheless, only a
few localization research is conducted in the Arab world. This study highlights the unique
aspects of video game localization. It provides a straightforward view of Arabic localization,
by considering localization processes, and by attempting to understand how the localized
product is perceived by its target audience. Using as a case study the phenomenon that took
the world of interactive entertainment by storm in 2017, PUBG, examples are presented to
illustrate the challenges game localizers face, focusing precisely on linguistic, terminology, and

technical issues.
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Introduction

Ever since “Tennis for Two” was released in 1958 as one of the very first video games,
the public interest in this form of digital entertainment has grown considerably. The technology
used to play video games has changed drastically, from enormous consoles and computers that
play games through cartridges or floppy disks to the cutting edge technology of virtual reality
that immerse players in a virtual world. Nevertheless, the demand for video games has always
been high. Video game developers are required to adopt an international approach to the
development of their video games, which results in localization. In this context, Chandler and
Deming (2012) make a distinction between internationalization and localization, both of which
are crucial terms for grasping the details of the complex process of localizing a video game for
a foreign market. “Internationalization means creating a product that can be easily adapted for
release in other countries without having to change the design of the product,” whereas the
subsequent process of localization focuses on “translating the language assets in a game into
other languages”. These language assets do not only entail the in-game texts, they could also
refer to, for example, the localization team might resort to the redesigning of the characters
meet with the target culture in addition to just translating the in-game texts. Moreover,
whenever problems arise with regard to the target culture, for instance due to potentially
offensive or inappropriate elements in the source version, the localization team could choose
to omit those in the translation or decide to change the visuals of the target version. In short, if
the internationalization process is done adequately enough, the localization process may
proceed more smoothly, since the localization team will hardly encounter any issues regarding
in-game or in-engine assets, such as an unclear user interface or insufficient space for the
translated texts. However, they focused on the localization process but did not elaborate on the

crucial role of translation in localizing a video game. The connection between video game



localization and translation studies has received little attention in the academic world. Video
game translation demands a different approach than, for example, literary translation. In video
games, the main aspect is the overall game experience where the player is actively involved in
the game and in control of how the game progresses. Unlike novels, films, and series. Video
games require a certain degree of user involvement. Therefore, while translating, a similar

experience must be recreated for the target user.

Mangiron & O'Hagan state:

No oddities should be present to disturb the interactive game experience, and
this is the reason why game localizers are granted quasi absolute freedom to
modify, omit, and even add any elements which they deem necessary to bring
the game closer to the players and to convey the original feel of gameplay. And
doing so, the traditional concept of fidelity to the original is discarded. In game

localization, Transcreation, rather than just translation, takes place. (20)

Transcreation is a translation model that clearly differentiate video game translation from other

types of translation.

As most of the industries in the 21 century, the video games industry has witnessed a
significant increase in popularity. Thus, the race to produce games with higher quality, better
gameplay, and epic storylines has become a necessity to compete in the current busy video
game market. For instance, the budget of a Triple A games such as KONAMTI’S Metal Gear
can cost up to 80 million Dollars. Therefore, in order to assure that such an investment would
repay the costs and achieve revenues, the game must make a high rate of sales in the global
market. Localizing a video game offers a wide variety of languages accessible to a wide

segment of players around the globe.



1.1 Aim of the Study

In this study, we shall discuss the complexity behind the localization of video games,
shedding the light on the process, by providing examples from PUBG as a case of study; we
shall tackle the challenges associated with video game localization.

This study also aims to draw the line between video games localization and other forms

of translation and to explore the unique challenges that may arise and how to deal with them.

1.2 Statement of the Problem

The term localization is vast and is not limited only to translating the textual material
within the games, but it extends to be a part of the development process. For instance, if some
modules are integrated in the game it may expose a fragment of player base to content that
might make the player react negatively to the game. To name but a few: sexually explicit or
religiously unacceptable.

With that in mind, the main research gquestion of this study would be as follows:

1.3 Research Questions

Main questions:
The large amounts of money and efforts went to localizing PLAYERUNKNOWN'S
BATTLEGROUNDS LITE into Arabic, some players still prefer to play the game in its

original version. Why so?
Sub-questions:

How to maintain the original game experience of the game undergoing the localization

process without causing a clash with the intended market?

What are the difficulties that may be encountered while translating textual material

within the game?



What are the non-textual material that may cause challenges to arise while localizing

video games?

1.4 Hypotheses

1) Not hiring an expert localizer cannot assure localization quality of the game before
release and might lead to unexpected clash within local player base.

2) Time and space constraints when dealing with subtitling.

3) The challenges that may arise while localizing non-textual material mainly is related to

cultural norms.

1.5 Methodology

For the purposes of this study, a combination of the quantitative and qualitative
approaches is used to facilitate the analysis and reach answers to the research questions. Thus
to say a quantitative approach is used in the survey and followed up with a qualitative approach

to interpret the finding.
Data collection
The data used in the analysis was gathered mainly from the following sources:

Survey: conducting a survey with random Arab players to gain a clear view from the player’s

scope.

The game: playing the actual game in both versions, taking screenshots and notes in order to

compare them later on.

The data collected (textual material) from the game is compared to highlight the translation

strategies used in the localization of this video game. Along with its specific challenges.

The official website: the website of PUBG is used to provide textual material used for the

purpose of comparison



Selecting the Samples

The participants in the online survey are selected randomly and they are mainly from

Arab world.

PUBG was selected to be our case study mainly for the two following reasons:

First, the Popularity of the game around the world generally and among Arab players in
particular, PUBG has set the bases for a new genre of video games, which is battle royal. The
game was an instant and massive success. Moreover, the game is multiplayer game and

involves a mix of numerous genres such as action, strategy, and first/ third shooter.

Secondly, the fact that the game was already localized into Arabic, which makes it a highly

suitable ground for our research.

Not the mention the amount of textual material that was made available on the official

website and in-the game, which can be easily accessible.

The selection of samples from the game and from its official website is based on their
relevance to the hypothesis being tested while some examples are selected to highlight the

strategies adopted while translating the texts.

A good translation should be linguistically and stylistically correct and culturally
appropriate, with that in mind we selected examples that do not meet with the above-mentioned

characteristics.



Data Analysis techniques

The analysis will be carried out on both the survey and textual material from the game
using the mixed approach; the descriptive analysis is employed to analyze the data from the
online survey, while the comparative analysis is employed to analyze the textual material
obtained from the original game and the localized game which will eventually help interpreting

the result.

1.6 Thesis Structure

In what follows, a brief outline of the Study's contents is presented. The study consists
of three chapters. Chapter One serves as background information that is essential for the study,
identifies a gap in existing research, expounds the aims and objectives of this thesis, and
presents the previous studies in the field of video game localization from leading scholars in
the field. Chapter Two explores the ins and outs of video game localization presented in a
diachronic study starting from the early stages of software localization to the current practice

of video game localization, as we know it nowadays.

This chapter also deals with the unique aspects and features of video game localization and

challenges that may arise in the process of localization.

Chapter Three serves as the practical analysis of PUBG, in which we compared the two
versions of the video game, emphasizing on three main aspects: linguistic, terminology, and

technical.

Finally, this chapter also summarizes the findings of the analysis. and attempts generalizations

about the prevailing trends.



Chapter 1 : Literature Review

Since our research paper focuses on video localization, therefore it is necessary to have
an overview on the concept itself and what lies beneath it. Video game localization is a new
emerging subfield within the field of translation, specifically from the audiovisual translation.
Video game localization is not as simple as transferring texts from a language to another since
there are several different elements which need to be adapted in order to fulfil a complete and

appropriate translation as well as the restrictions that hinder the translator's job.

Unlike plays and films, poetry, songs, novels, and other entertainment products. Video
games have a rather short history. Nevertheless, and despite its somewhat  clumsy
beginnings, interactive entertainment has found a way to adapt into a wide variety of
market places, and rocketing its returns beyond all other entertainment products. This
success story was fully dependent, and is linked to the success story of the game
localization profession that had to be created from scratch in order to cover the

unprecedented demands of multimedia interactive products. Numerous researches have
been conducted on video games from the point of view of ludology (Frasca) and studies have
been published focusing on the localization process and workflows (Chandler).
As long as Translation Studies is concerned, many scholars have tackled video games as an
area of research in their studies (Bernal, Mangiron & O’Hagan). This can be regarded as an
emerging field now based on the number of workshops and international symposiums where
this topic is regularly addressed. However, the true potential of video games and the
possibilities they can pose for research in translation related issues have not been fully
approached yet: the relation between audiovisual translation and video games can be further

studied, as the introduction of voice over, dubbing, subtitling and lip-sync techniques are to be



analyzed. Similarly, the question of accessibility in audiovisual translation can also be applied

to the case of electronic entertainment (Orero; Tercedor).

Scholars such as Minako O’Hagan, Carmen Mangiron, and Miguel Bernal-Merino have
begun to establish video games as a new area of research within translation studies, which

helped shaping video game localization, as we know it nowadays.

Bernal explains how the localization process does not only involve a translation since it also
conveys other aspects: “I would define the term 'localization ‘used in a commercial translation
as the process of making a product linguistically and culturally, but also technically and legally,

appropriate to the target country and language” (Bernal, 2014, p. 31).

Bernal mentions technical and legal adaptation in his definition of localization, because
sometimes the video game, which is being translated, has to be adapted in several ways to make
it appropriate for a specific culture. For instance, the companies who are in charge of rating the
age of the audience to which the game is addressed in each country may find something obscene

or not appropriate which was considered normal in the source language community.

According to O’Hagan, the most unique and different aspect of the video game localization is
that “With games localization, the translator is expected to convey a game play experience that
is as close as possible to the equivalent of the original” (O’Hagan, 2013, p. 4).The same aspect
of keeping the same game experience was also mentioned by Bernal who mentioned that “What
this means for the localization team is that they have to enthuse players from other cultures
with the same energy the game delivered to the original culture, and give them the right
information, in the right style. So that they can beat the game feeling like the hero the game

advertises” (Bernal 2007).



According to Bernal, video games are considered new entertainment material in
comparison to other entertainment products such as books and movies. First video game traces

appeared in the United States in the 1950s with games such as Pong (Winter 1996).

1.1 History of Video Games

The first video game was based on reduced interaction and limited functions, thus this
game had only little text material. Nowadays video games have developed to become very
sophisticated interactive products with epic storyline that include continuous dialogues and rich
graphics which in return created a need for textual material to fully “engage players” a key

elements to the success of the game.

The history of video games has been well documented both in academic works (e.g. Wolf 2008)
and from popular journalistic perspectives e.g. (Herz 1997; Kent 2001; Donovan 2010).
Despite such good coverage and an increasing volume of research on games, there is a few
sources available on how game localization practices have developed since the early days of
the industry. This only points out the lack of interest in Game Studies in relation to the

globalization process of video games through localization.

Hasegawa (120) divided the timeline of development phases broadly into early phase (prior to
the mid-80s, Growth phase (mid-80s to the mid-90s, Development phase (mid-90s to the late-
90s, maturing phase (2000 to 2005), and advancing phase (2005 to date). (Hasegawa2009, p.

120)

Minako O'Hagan et al. (46) pays special attention to technological dimensions that are closely

linked to localization processes. (Minako O'Hagan et al, 2013, p. 120)
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1.1.1 Early Days: Before the mid-1980s

It all started in the on 1958 with two prototypes of electronic games: Tennis For Two
(1958) and SpaceWar! on (1962) which were both developed in the US at a public research
facilities for the simple peruse of attracting visitors, which ended up giving inspiration to early
coin-operated arcade games such as Computer space (1971) and Pong (1972) commercialized
by Atari. emerged in the 70’s, Atari was the first leading US game company to dominate 80%
of the American market at its peak. Following these games were the major commercial
successes of the Japanese arcade games Space Invaders (1978) and Pac-Man (1980), which are
considered to have set the subsequent course of video games as a cultural phenomenon (Nielsen
et al.2009. p52). In the 1970’s microprocessors were introduced to replace the integrated
circuits which enhanced game technology offering smoother and better looking animation
(Kohler 19). Important advances were also made in audio technology in the 1980s. For
example, Manic Miner (1983) was the first game to use in-game music (McCarthy et al. 110).
While these early Japanese arcade games mostly posed no major language barriers, certain
aspects needed to be changed for socio-linguistic reasons. A number of sources (Kohler 2005-
212) refer to the change involved in the spelling of Pac-Man from its original Japanese
transliteration presented as Puck-Man. The original naming of the game was derived from the
Japanese onomatopoeic expression [gobble], depicting rapid mouth movements evoking the
image of somebody noisily gulping food. The edit was considered necessary because of the
word “Puck” and that is to prevent the title of the game from being vandalized in the US by

altering the first letter.

By 1972 home entertainment was introduced by Atari with its first one-game-only console
years later in 1976 the Channel F console was developed, using plug-in cartridges allowing

players to play different games in one console, immediately followed by Atari’s similar console
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Atari VCS (Video Computer System, also known as “Atari 2600”). Atari dominated the game
market in the United States throughout the 1970s by converting popular arcade games,

including Space Invaders and Pac-Man, to be playable on the home console.

The dominance of Atari came to an end in the early 80’s as a consequence of the mistrust of
the consumer as a result of the rush production of low-quality games that flooded the markets.
The period from 1983 to th1984 is generally known as “the game industry market crash” or the

“Atari crash”.

This created an opportunity for the creative Japanese minds, as companies such as SEGA and

Nintendo to enter the scene.

1.1.2 Growth Phase: The mid-1980s to mid-1990s:

Upon the wreckage of Atari, Nintendo saw a bright opportunity to dominate the game
market. In 1983, the Nintendo’s 8-bit Famicom was lunched in Japan achieving an
unprecedented success. Two years later the Famicom console was released in the North
American market under the name of NES (Nintendo Entertainment System) and became the
most popular console of the time, winning the “platform wars” the term still used today to
describe fierce competition between console hardware manufacturers with their own
proprietary systems. However, Ng reports that in the 1980s, the gamer population in the rest
of the Asia was not large and the NES console Was not sold at an affordable price. The gamer
community in Asia was growing, but the prices of Nintendo’s consoles were non dropping as
a result of these two factors, unauthorized NES-compatible machine was developed, it was the
“red and white machine” and it was manufactured in Hong Kong in 1985, which played pirated
Nintendo cartridges produced mainly in Taiwan and Thailand (213). At this stage, games have
witnessed the early signs of cinematic technique for example; one of the Japanese games that

appeared during this period was Tecmo’s Ninja Ryukenden (1983). Known for the innovative



12

use of cinematic sequences trademarked as “Tecmo Theatre” with a well-developed storyline

(Kohler 2005,219-222)

v

ae

The day after he
disappeared. in father's
room I found a letter

addressed to me.

Fig 1.1 Translated texts in a cinematic scene in the 1989 US version Ninja Gaiden
© 1988, 1989 Tecmo Ltd. All Rights Reserved.

The example of Tecmo’s Ninja Ryukenden (1983) shows how the emerging connection
between game localization and audiovisual translation (AVT) can be traced back over 20 years
with clear implications for translation. The cinematic sequences show anime-style pictures
occupying the screen in a 3-by-4 aspect ratio, accompanied by the dialogue displayed in
English. In this example, the only sound present was computer-generated background 8-bit
music and some sound effects while the texts scrolled from left to right in the lower half of the
screen, synchronized with the graphics. (See Fig.1.1). This example shows that the text does
not follow today’s subtitling conventions when it comes to segmentation and line length as can
be seen, the text is extended to four lines instead of two according to modern AVD subtitling
norms. The example also demonstrates the unequal line length. Modern AVT subtitling

guidelines dictates that lines should be proportionally as equal in length as possible, since the
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viewers’ eye is more accustomed to reading text in a rectangular rather than a triangular format.

(Karamitroglou).

As game machine capacity increased, so too did the translatable content subject to localization.
Furthermore, due to the intellectual property (IP) of character design as well as music used in
some Japanese games, changes were necessary when they were sold in overseas markets
(Hasegawa 127). In addition, the suitability of the content also needed consideration,
particularly regarding the treatment of religious references. This was the period before the
establishment of ratings bodies such as the US Entertainment Software Ratings Board (ESRB)
and therefore games were checked mainly according to game companies’ own internal
voluntary guidelines such as Nintendo’s “NES Game Standards Policy”. (O’Hagan &

Mangiron 53).

In the late 1980°s a new “platform war started between Sega MegaDrive (known as “Genesis”
in the US) and the Super Famicom (also known as SNES) this period witnessed a number of
international mega hits titles like Super Mario Bros franchise. The ultimate commercial goal
of these games have set playfulness on top priority, disregarding faithfulness in translation the
result was plain whimsical translations of high-profile titles. For example, the closing scene on
Super Mario Pro 3 (1988) where the Princess Peach simply says in the Japanese original version
“thank you! Peace has relearned to the Mushroom world. The End!” while she says in the
American localized version “thank you! But our princess is in another castle!...just kidding. Ha
ha ha! Bye bye” (qtd. in Kohler 68). Liberty taken in translating such examples can be taken

as an early sign of what we call “Transcreation”.
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1.1.3 Development Phase: The mid-1990s to late 1990s:

Tracing the evolution of game consoles, it becomes clear that technological capacities
and limitations shaped the games of the time in terms of graphics and sound, affecting the
whole game world and gameplay design. This also had a follow-on impact on localization. In
the late 1990s, console games began to become available in versions other than English and
Japanese, with European markets finally being served with localized games in their own

languages.

Clearly, the 8-bit consoles such as NES limited the storage capacity for texts and consequently
limiting the amount of translated text, 16-bit consoles did not offer any rudimentary solution
in this regard except some enhancements in the quality of sound tracks and graphics. Ted
Woolsey who worked as localization coordinator for SNES translated the J-RPG Final Fantasy
VI (1994) recalled how he had to continuously cut and reduce his English translation text to

make it fit within the available capacity of the system:

In spite of some rudimentary compression techniques, | was told it was over by about
50% of the allotted size... When they tested the next set of edited files, I was still over
by 15-20%, so it was back to the drawing board, re-editing and rewriting. (kohler

2016. p 226)

The need for brevity still remains a hallmark of software localization today to cater to the
limited space allocated especially for user interface (Ul) elements, yet the above example
suggests the text limitation in those days was more fundamentally determined by the storage
capacity of the game machine, thus affecting all game texts beyond the Ul. PlayStation (PS),
introduced by Sony Computer Entertainment (SCE) Inc. in Japan in 1994, is a 5th generation
32-bit console which took advantage of the 640MB capacity of the CD-ROM. this offered over

100 times the maximum capacity of a cartridge around that time, with a more affordable price.
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With the emergence of 32-bit environment in the 1994 more texts storage capacity was
available, consequently making it possible to have more translated texts. However, the final
products in this period were poorly translated due to “technological and financial limitations”

as well as “the growing pains of a nascent games industry” (Corliss, online).

One of the most frequently cited examples is Nintendo’s Pro Wresting which was first released
in 1986 and was the number one video game in the US for two consecutive months, and this is

how the game ends!

A HNINNER IS YOu

TIME Oz 1O

Fig 1.2 The NES era example of mistranslation taken from NES Pro Wrestling March 1987.

This is one of the best-known video game translation errors. According to The
Superhero Satellite, “This popular screw up has been loving[ly] placed in plenty of other games
intentionally. “As illustrated above the period of early game localization covering the 1980°s
and 1990’s were indeed known for having produced a significant quantity of poor translation

ranging from “unintentional and funny to the catastrophic and silly”. (Brady).
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1.1.4 Maturing Phase: Early 2000 to 2005

This phase witnessed the dominance of three console platform holders: Sony, Nintendo
and Microsoft after the withdrawal of the Japanese game company SEGA from console
manufacturing. The 21% century witnessed a remarkable shift in storage capacity with major
console platform holders moving from CD-ROM to DVD-ROM and text fragments could be
stored in ASCII instead of picture format. This advances made the localization process more
efficient while allowing for much bigger storage capacity for texts. However, the length of
textual strings embedded in the software were not eliminated. The realism of gameplay
experience was significantly increased by implementing human voice dialog, which was
unachievable without enhancing audio RAMSs which was first brought in by PS2 (McCarthy et
al. 111). Furthermore, one of the great advances of game technology was realized by the use
of 3D graphics as well as sound and movies (cut-scenes) within games.as far as translation is
concerned, cut-scenes gave rise to the explicit use of subtitles and dubbing techniques similar
but not identical to those used in AVT. Gamers are expecting to go through the same game
experience despite their different backgrounds, a burden left to the localizer to deal with.
Hasegawa (129) gives an example of the finer attention that became necessary to achieve more
accurate lip-synching in the re-voicing of dialogue in the localization process in response to
the improved graphic technologies affording details of the facial expressions of game
characters. Another localization trend noted during this period is the entry onto the market of
small localization companies enabled by the increased scope for making profits out of
localization, in turn increasing competition while reducing the pricing of localization

(ActiveGaming Media n.d).
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1.1.5 Advancing Phase: 2005 to date:

With the recent arrival of 7! generation consoles such as Xbox 360 and PS3, consoles
came to serve as home multimedia devices offering internet connectivity and communication
along with entertainment and yet again offering even more storage capacity compared to the
previous generations. Localization, linguistic covering, cultural, technological and social
dimensions of the gameplay experience had a direct impact on the dynamic advances in game
technologies The enhanced hardware capacity of 7th generation consoles also led to an
increased volume of game software content needing to be localized, including text, audio, and

graphics.

Simultaneous shipping known as sim-ship a new release trend where localized games are
shipped simultaneously with the original this approach impose a strict deadline on the localizer
and not mentioning that the localization process has to be done while the game is still under
development, which leaves the localizer working with a product stripped out of its context.

(Dietz 125-126)

See Fig.1.3.

Hardware Game
manufacturer | | developer

» Publisher »| Distributor »  Retail L Consumer

F A A

Yy

Game
localizer

Fig 1.3 The Game Industry Product Chain with Localization (adapted from EgenfeldtNielsen
et al. 16).

During production, a game goes through several versions called builds, which may be
tested. The first basic playable version is called the “Alpha build”, followed by the Beta build

before the gold master is released. Once reaching the Beta stage, new builds may be created on
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nearly a daily basis, following new additions of functions, assets, and other elements to the
game (Newman 53) Given that the testing takes time, only those builds that
involve significant code changes tend to be tested (ibid.). Unlike the typical testing of
productivity software, processes of “real-world testing” (Egenfeldt-Nielsen et al. 19) are often
used to test the beta version of the game (thus known as “beta testing”). Usually this is done
by invited gamers, called “beta testers”, forming part of consumer feedback on the product
under development. This is characteristic of the game industry, which has historically
developed somewhat more explicit connections to the users of their products compared with

other software sectors (O’Hagan el al 62).

The 8th and current generation of video games began with the release of Nintendo’s
Wii U in 2012, followed by the PlayStation 4 and Xbox One in 2013. Despite featuring a touch
screen remote control that allowed off-TV gaming and being able to play Wii games, the Wii

U was a commercial failure—the opposite of its competition—and was discontinued in 2017.

In 2016, Sony released a more powerful version of its console, called the PlayStation 4 Pro,
the first console capable of 4K video output. In early 2017, Nintendo released its Wii U
successor, the Nintendo Switch, the only system to allow both television-based and handheld
gaming. Microsoft will release its 4K-ready console, the Xbox One X, in late 2017. (Onion et

al.).

With their new improved consoles, both Sony and Microsoft currently have their sights set on
virtual reality gaming, a technology that has the potential to change the way players experience
video games. The current eighth generation of consoles are entering the end of their life cycles.

With the 9" generation from Sony and Microsoft being slated for release sometime in 2020.

(Guy)
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Chapter 2 : Video Games Localization

2.1 Software Localization

Software includes all those applications that can be installed in computers, with the
main purpose of making certain tasks not only possible but easy to perform by any user with
only a small amount of training, International users of computer software have come to expect
their software to “talk” to them in their own language. This is not only a matter of convenience
or of national pride, but also a matter of productivity. Users who fully understand a product
will be more skilled in handling it and avoid mistakes. Therefore, they will prefer applications
in their language and adapted to their cultural environment. Technically speaking, software is
programming code assembled in an executable file, which tells the hardware processor what to
do. This program code is dependent on the type of the processor being used, and its instructions

must work the same way before and after the localization process.

Software products usually come accompanied by instructions commonly called
“Readme files”, tutorials and help files with information on how to get the best out of the
program and on what is the easiest way of doing the tasks the application has been designed
for. The translation of these software products must therefore favor clarity and brevity over
other characteristics, especially when dealing with the use interface (Ul) and the pop-up
captions boxes with contextual help that activate when passing the mouse pointer over an active
area of the screen (Esselink 223). However, because of the pragmatic and productive
expectations of these products, software localization is not only a linguistic process since it
involves many other tasks that have nothing to do with language nor communication, at least
not directly. Of course, this could be interpreted as true for almost any kind of translation if we
focus on the product as opposed to the text, and follow the whole process from beginning to

end, when the finished item for consumption reaches end users. (Bernal-Merino 12)



20

Video games belonging to “interactive publishing” sets them apart when it comes to
localization due to the extra elements that should be taken into account in the process of
localization. elements like multimedia elements (images, text, sound) are localized with
different standards, on the contrary to software localization video game localization does not

focuses on functionality but it focuses on originality of game experience.

2.2 Similarities and Differences between Software and Video Games

Localization

Video games localization shares similar aspects with software localization both video
games localization and software localization involve combining language translation and
software engineering, where translated text strings need to be appropriately placed within the
software. This requires the string length to be within the allocated space, which in turn
constrains the translation freedom. Both follow a similar localization cycle, which starts ideally
with the internationalization process and undergoes a set of QA (quality assessment)
procedures before the release of the final version. Another similarity lies in the use of the sim-
ship (simultaneous shipment) model, where the original product, normally in English language,
is released together with the localized versions. This is an accepted model in the localization
industry today, but has a significant implication for translation, where the translator has to work
with unstable source content, which could keep changing throughout the duration of the project.
Most games released in Europe seem to follow this model as opposed to the model where the
localized versions lag behind the release of the original. The latter is common among Japanese
game developers/publishers. Localizers working under the sim-ship model are likely to face
the added stress of having to carry out the task without being able to see or play the finished

game and have to translate strings whose contexts are not always available.



21

A distinct difference between video games and software localization lies in the fact
that while functionality has been the key priority in the software localization, in a game this
functionality must be achieved with a high degree of creativity and originality. Although it is
crucial that games should not freeze or crash and that they should be user-friendly, the fact that
they are quirky and fun to play is equally or even more important. This is because the main
purpose of a game is to entertain the user, whereas the utilitarian dimension is the goal of
business software. Game localization industry expert Chandler suggests that standardization of
the localization practices as achieved in software localization is not always transferable to the
games localization where each genre, and even title, begs different approaches to retain the

distinct flavor unique to the original game. (gtd. in O’Hagan 3)

2.3 Video Games Localization and Screen Translation

Game localization also shares many characteristics with audiovisual translation, since
most localized games are currently dubbed or subtitled, or both. Japanese games are usually
dubbed into English and subtitled into other European languages whereas games that are
originally produced in English are either dubbed or subtitled into other languages. Although
most game players who come from ‘dubbing countries’, as established in cinema and television
conventions, prefer this mode for games as well, subtitling seems to be a more attractive option
for developers. The reasons for this are mainly the time and high cost implications of dubbing
a game, as well as the status of English as lingua franca in the international gaming community.
As far as the dubbing process is concerned, it is very similar to dubbing a movie or an animated
film. The script is translated taking into account the amount of time available for each spoken
sentence, and lip synchronization is also considered whenever possible. The script is

subsequently recorded by professional voice actors in a studio.

Unlike dubbing, subtitling for games is quite different from the screen translation

conventions used for subtitling films, although it shares some features in common with
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subtitling in the cinema industry. For example, most dubbed games include intralingual
subtitles. Interlingual subtitles is mainly used for the games that have not been dubbed. As is
possible with movies, the users also have the possibility of controlling the subtitles, i.e. they
can pause and restart while playing the game. However, game subtitles usually appear at a
faster speed than in cinema, to keep pace with generally rapid game actions. However, in
nowadays game the player has access to game instructions and character dialogue from the
game menu at any point of the gameplay. Another difference is that in subtitling for games the
semantic unit is not given as much importance as in cinemas; one will often find a character's
dialogue segmented into two or even more lines of subtitles, which do not necessarily follow
semantic units. On the other hand, subtitles length in games is measured by pixels instead of
number of characters in order to maximize the space available. Accordingly, localizers are
provided with custom-made programs that allow them to check the length of the subtitle on
screen. Which gives them an approximate idea of how many characters correspond to the

maximum number of pixels allowed per line.

Another significant feature of the subtitles in games is the use of a different color,
usually light blue or yellow, to highlight important information, such as place names, which is

relevant for the gameplay and helps the player advance in the game.

2.4 Aspects and Features of video games localization

According to O’Hagan and Mangiron, game localization in the commercial context
refers to all the varied processes involved in transforming a game software developed in one
country into a proper game software for sale in the target region. These transformations are due
to linguistic, cultural and technical implication depending on the target player base.

Although software and video game localization share common futures. However, video
game localization has its own specific challenges that arise from the fact that video games are

not purely functional products but entertainment products. In software localization, the
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localization process is limited to translating Ul elements. Whereas video game localization go
beyond Ul translation to more textual and non-textual elements such as graphics, storyline,

video, and audio, in this regard Zhou states:

Game localization is a complex endeavor. It typically involves many different media,
including text, graphics, video, and audio. Aside from the challenges of localizing the
user interface, the storyline and content may need to be modified or even re-created to

account for cultural and legal issues. (349)
O’Hagan similarly asserts the multifaceted nature of video game localization:

For example, video game localization has added new dimensions to utility software
localization. Modern video games are interactive multimedia systems, with their rich
content comprising written text, graphics, cut-scenes (movies), sounds, etc. realized in

a highly complex technological system. (95)

A video game is made up of different assets that need to be localized namely in-game
text, art assets, audio and cinematic assets, and printed material. All these assets are subjected
to localization and then integrated within the game. The integration process should be smooth

and cause no crashes or bugs for the finished product.

2.4.1 Game Assets Requiring Localization

This part is dedicated to elaborate on game assets requiring localization, Mangiron

classifies the game assets that need to be localized into five categories:
In-game text

In-game text or on screen text (OST) refers to all the text present in the user interface.

Such as menus, help messages, tutorials and system messages, narrative and descriptive
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passages, and all dialogues that are not voiced-over and only appear in written form, such as
conversations held with non-playable characters (NPCs), who are driven by the game system
and cannot be controlled by the player. In terms of strict space limitation for texts in the Ul,
video game localization is no different from productivity software localization, statistics for
players, help messages, system messages, and list of items. All these elements make the game
screens extremely busy compared to screens for typical productivity software; nevertheless,
this makes space restrictions even more critical while localizing the Ul in order not to ruin the
player’s game experience. The Ul is the gateway to the game world. For this reason, it is
recommended to use clear language, and to avoid abbreviations when possible. As Dietz’s

states:

A game interface should not destroy the player’s willing suspension of
disbelief concerning the ‘reality’ of the game. Unlike the interface of a normal
application, which is integrated into the program, it exists as a quasi-
transparent layer between the world of the game and the world of the player.

Therefore, it must be both unobtrusive and fully functional. (126)

Localization of in-game texts must adhere to the terminology set by platform holders;

such as Sony for PlayStation, Microsoft for Xbox. According to O’Hagan:

The terminology used for these different platforms varies considerably, but localizers must be
familiar with it and adapt their translations to the terminology used in the platform or platforms
for which a game is going to be released. For example, Sony uses the term “analogue stick” in
English to define the lever in the controller that allows the player to make selections, scroll
screens and control the main characters in a game. However, Microsoft uses “thumb-stick™.
Adherence to the hardware manufacturer’s guidelines is essential, and a game could fail the

submission process to the platform holder if the wrong terminology is selected. For instance
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using the term “thumb-stick” in a game that is going to be published for Sony PlayStation
would mean that the game would be rejected and would have to go back to the developer to
make the necessary changes and resubmitted and the developer would have to pay the
submission fees again. The following table contains some examples of the terminology

approved by Microsoft and Sony for their Xbox and PlayStation for their consoles respectively.

Table 2.1 Comparison of Sony VS. Microsoft terminology.

Sony’s terminology for PlayStation Microsoft terminology for Xbox
analog stick thumbstick
memory card (8MB) (for PS2) memory unit
MEMORY CARD slot memory unit slot
directional buttons directional pad
L1 Button* LB Button (Top Left Button)
* placed in the top left part of the back of the controller
L2 Button* LT Button (Left Trigger)
* used as trigger
Art assets

Also known as, “textual graphics” and “graphic text” which refers to all those graphics
and images, such as maps, signs, and notices that include text in the original version and must
be adapted for the localized versions. Usually these assets need to be resigned in order to
include the text in the TL for the localized version. In order to keep the textual world of the

game coherent, it is advisable to localize all textual graphics, except when they are originally
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in a different language and are used simply to create a particular atmosphere such as graphics

containing Arabic in a game developed in English about wars in the Middle East.

Fig 2.1 a scene taken from Call of Duty: Modern Warfare 2 illustrating an art asset in Arabic.

According to O’Hagan, often developers do not take art assets into account when they
are planning the localization process. In order to save time and resources they may not translate
them. Therefore, some text in the original language is left in the localized version, presenting
a heterogeneous textual world that may cause some confusion to the players. In addition, in
some cases these textual graphics may include a clue or some information relevant to gameplay,
which means that gamers who do not have enough knowledge of the original language are
likely to miss out on that information. As this could negatively affect their performance and
overall gameplay experience, ideally it is advisable to translate textual graphics and design

them so that the textual element may be readily extracted (124).

Audio and cinematic assets

This includes all those elements with audio and voiceover that need to be translated.
Such as songs, script, and cut-scenes (cinematics) the later is the only non-intriactive element

of a game,which gamers cannot control since gamers are obliged to watch these scens at least
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once but in more modern games they include the option of skiping these cinimatics depending
on their function and significance to the storyline. Cut-scenes turn gamers into spectators for
brief periods and have thus proved controversial within the gamer community, as many players
resent the lack of interactivity (Newman 25). Players having the option of skiping cinimatics
and they often did may have been one of the reason why the translation of cinematic scenes in
games has long been neglected, as gamers generally do not pay much attention to them or to
the quality of their translation. However, more recently the trend of “cinematic games” is
incorporating many techniques used in the film industry into the game production (Newman

xii). This will likely have implications for game localization.

Printed materials

According to O’Hagan, Printed materials include all those elements in print that
accompany a game, such as the instruction manual and the packaging. The translation of the
printed materials is not always carried out by the same translator(s) who have worked on
localizing the game, and it can be outsourced to another translator or vendor. This may also
apply to press releases, marketing and legal documents, promotion materials, strategy guides,
and online help resources (125). However, instruction manuals are no longer common in the
game industry since April 2010, when the French publisher Ubisoft announced that they would
eliminate the printed version of manuals in their games, and they would only provide in-game
digital manuals. This change will have an impact on the categorization of manuals as they will
not fall any longer under the category of printed materials, and they would be categorized as
in-game texts. This new module has been adopted by many game companies due to the fact
that it is financially economic and environmentally safe,in addition, it may also be justified by

the fact that few gamers actually read the manual unless they become stuck in a game.
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2.4.2 Game Localization Process

The main stages of localization cycle of a typical video game in the best-case scenario

go as follows. The Fig.2.2 outlines the different stages in the game localization process.

2.4.2.1 Pre-localization

Pre-localization is the preparatory work prior to the actual localization. Its aim is to
ensure that the project will be carried out smoothly and on time with minimum problems.

During this stage, the following tasks are performed:

e Creation of localization kit: localization kit contains relevant information about the project,
as well as the files and the assets to be translated. The localization kit is prepared by the
developer or the publisher.

e Appointment of a localization coordinator and translators: At this point, the localization
manager appoints the localization coordinator who will supervise the localization project
whether it was through a localization agency or a localization specialist (freelance
translator).

e Preparatory work at this phase the translator spends some time familiarizing themselves
with the game, playing it reading information about the plot and the walkthrough, listing

key terms and creating TMs (translation memories)

2.4.2.2 Translation

This phase is the core of the localization process. The challenging aspect of translating
video games is that video games require the same talent for storytelling found in literature, the
cinematic realization of filmmakers and the artisanship involved in the manufacture of toys.
Moreover, according to Miguel the quantity and variety of the translatable assets generated by

each video game may come as a surprise to people who are accustomed to literary and
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audiovisual translation and other fields of translation. Whether in combination with the cinema
or the book industries, or on their own, many video games will require the translation of
thousands, or even hundreds of thousands of words, including, for example, manuals, game
dialogue scripts and technical and legal documentation. The workload for translation agencies
increases exponentially depending on the number of languages into which a game will be
translated. (Bernal-Merino 152). In addition to the challenges above the translation in a sim-
ship model is usually carried out in parallel for all target languages while the original game is
still under development. The translator therefore works with a source text (ST) which keeps
changing. Whereas in a post-gold model the original game is published providing the translator
with a finished product and a stable text. In the case of Japanese games localized according to
this model, they are generally translated first into US English, for the North American market,

and then into other languages such as Arabic using US English as a source language.

2.4.2.3 Editing

After the translation phase is finalized the editing process follows, which consists of
the review and the proofreading of the translated assets. in case the translation was carried out
according to the in-house model the translators review each other’s work. After that, the
developer hires editors to carry out a whole review to make sure that there are no translation
errors and to also make sure that the translation is coherent and consistent. In the out-sourcing
model, the editing phase is performed by the vendor itself (the localization agency). Reviewers
may make the appropriate changes to unify the style and the terminology used in the game in
order to guarantee the quality of the localized product or they may simply indicate the
suggested changes and corrections to the translators, who will then implement them in their

files.
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2.4.2.4 Recording

Nowadays game companies are seeking realism with the use of voiceover, a task that
can only be accomplished by the collaboration of translators and voice-over actors, in this phase
translators should ‘not expect the voiceover strings to be presented to them on a linear way. In
other words, all the lines for each character may be grouped together rather than presented in
their interactions. Thus, translators and voice-over actors are likely to miss the context of the

dialogue exchanges and these are not the perfect conditions to produce an accurate translation.

Once the translation has been edited, it is ready for audio localization. The script and all the
voiceover messages are recorded by professional voice actors in a recording studio. At this
stage, an adjuster may modify the final version of the translation for lip-synching or timing
purposes. Once the script has been recorded, developers are reluctant to make changes to it, as
they are costly. However, if a major error is found after the recording has been finalized (for
example, an inconsistency between what is being said and what is seen on the screen), the
affected line or lines may be re-recorded. Major projects may schedule “a pick up session” in

order to make corrections.

What differentiates voice over for games from traditional dubbing applied in cinema
lies in the use of the so-called “stitches”, mainly used in sports games, in order to save space
in the disc (qtd. in O'Hagan and Mangiron 136). Stitches are short audio files containing
utterances made by game characters, segmented and recorded separately, so that they can be
used at different stages of the game as appropriate, with variables inserted in run-time. In this
type of intervention, there are both fixed and variable elements that the game engine selects
when certain conditions are met as shown in table 2.2. In order to get the best of this technique
the localizer must chose the most idiomatic translation that fit in all contexts to avoid odd and

unnatural sounding voiceovers.
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Table 2.2 The use of stitches in spots games.

Variable element 1 Fixed element Variable element 2 Fixed element
Player A just scored the first goal of the match!
Player B second goal

Player C third goal

2.4.2.5 Post-localization

Post localization is the phase that comes after translation, editing and reviewing and

recording the target files.it consists of mainly of two stages:

1. Integration: team of engineers integrate the translated files, audio and art assets, and image
files in the game code to produce the first functional version of the localized product, known
as the “first playable alpha”.

2. Debugging and quality assurance (QA): Once the first playable alpha has been integrated, a
team of testers plays the beta version exploring the ins and outs of the game searching for errors
and bugs listing them in a bug database. As bugs are found, new versions of the game are
integrated and released, as long as bugs keep emerging, new versions of the game will be
released in order to fix the bugs until a stable release candidate is reached. the amount of time
devoted to testing usually depend on financial reasons it can take few weeks up to few months
in the case of AAA titles. in the QA stage the translators and reviewers can view those isolated
strings they translated in context for the first time. This allows them to detect errors caused by
lack of contextual information at the earlier translation stage and improve the quality of the
target version. For this reason, the developers place major importance to the QA process of the

localized product.

The types of errors detected in the localized video games most commonly found are related to

the following areas:
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Functionality: these are the most critical type of bugs that are related to the game itself and the
Ul. For example, does the game freeze or crash after preforming a certain action; do the

different commands work. This type of testing is known as the “functionality testing”.

Compliance: the localized versions are checked for adherence to the technical requirement
checkilist this checklist include the localization standards for each platform manufacturer, legal,

ethical, and ratings related criteria. This type of testing is known as the “compliance testing”.

Linguistic errors: these are mainly bugs related to texts such as grammar mistakes, typos,
truncations, overlaps, the use of incorrect platform terminology, the use of unidiomatic

language.

Once the game has been tested and the final version is almost ready, publishers usually submit
a copy of the localized version of the game along with the appropriate documentation.to the

appropriate software rating board. To obtain rating (Chandler and Deming 35).

The following table, based on Chandler provides an example of a typical game localization

scenario of a multi-platform English title to FIGS for the Xbox 360, the PS3 and PC.



Table 2.3 A game Localization Scenario.
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Task Volume Timeframe
Translation 30,000 words | 10,000 in-game words 20 days (single trans-
R 20,000 words 12 major lator)
of dialogue (all | characters (100+
dialogue to be |lines each)
sub‘titled) 20 minor
characters
400 dubbed lines
in cut-scenes
Casting 32 characters (voice talents) 7 days (including
time for approvals)
Voiceover (VO) 2,000 lines, involving 32 characters 14 days (both record-
Recording ing and processing)
Asset Integration In-game text, audio files (no art assets to be 1 day
integrated)
Linguistic Testing |3 rounds testing/fixes 21 days
Ratings Review Need 100% content 3-4 weeks
Production 1 language / platform 63 days
1 language / 3 platforms 107 days

4 languages /3 platforms

428 person days

2.4.3 Genres of Video Games

An important factor that should be taken into consideration while localizing a video

game is the genre of the video game ought to be localized, as the genre of a video game might

affect the strategies adopted in the localization process. O’Hagan and Mangiron stressed this

point:

As text types are significant in translation, game genres help identify similar

characteristics of texts and also often text volume (text-heavy games as

opposed to action-heavy), thus indicating the particular translator competence

required. Games belonging to a specialized domain such as military, aviation,
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and various sports genres seek to achieve a great degree of authenticity and

realism through accurate visual and verbal representation for the given domain,

including the precise use of terminology. (70)
In the context of studying video game localization, it is important understand the essential part
of video games. For a gamer few words, labeling a game can tell them whether they would like
to play the game and what kind of experience they can expect. For a translator, knowing the
game’s genre directs them to know what kind of work they would be doing. For example, a
Role Playing Game also called an (RPG) is much likely to include larger amounts of texts to be
translated than a First Person Shouter (also called FPS). However, the difference is not only on
the text amount, but it exceeds that to the strategies and techniques used in the translation
process. For example translating texts from a simulation game such as Flight Simulator 2020,
Train Sim World, and Euro Truck Simulator requires a high level of technicality in order to
present a realistic gameplay environment that resembles the-real world events. In which the
games are based.

According to Nielsen et al., video games can be classified into five genres:
Action video games: where criterion for success is motor skill and hand-eye coordination.
Most fighting games, racing games and shooters, as well as arcade games such as Pac-Man fall
under this category. These games test players’ reaction speeds more than their decision making.
(56-60).
Adventure games: Adventure games require deep thinking and great patience and player must
use skills of logic and deduction in order to achieve the game’s goal. Games with puzzle solving
elements and some role-playing games fall under this category.
Strategy games: Strategy games are games, where the player assumes the role of a general
instead of being on the battlefield (lIbid, 57). Players “have to balance large numbers of

interdependent variables, paying careful attention to signals of other players’ choices and
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strategies” (Ibid.). Popular games in this genre include WarCraft, StarCraft, Age of Empires,
and Civilization etc.
Process-oriented games: Process-oriented games provide players with a system freely to play
with, instead of restricting them to certain goals. Massively Multiplayer Online Games, where
players assume the role of a character in a vast, persistent universe; Process-oriented games
provide players with a system freely to play with, instead of restricting them to certain goals.
Massively Multiplayer Online Games, where players assume the role of a character in a vast,
persistent universe.
Management games: where players manage a business like a zoo or a theme park; simulation
games trying to convey real world experiences like flying a plane fall under this category.
However, (Bernal-Merino 3) argues that as far as Translation is concerned, there is only
two types of video games. One that includes games that are set in an already established
universe, meaning that the video game is based on a movie, novel, or Animation movie...etc.
In this type of video games, the Translators are obliged to research the universe to familiarize
themselves with its terminology and style. A clear example of this type is the harry potter game
which is based on a series of fantasy novels written by the British author (J.K. Rowling).the
second type of video games according to Bernal-Merino is the games that introduce new
universes. These games give translators creative freedom, so they can focus on delivering an

enjoyable experience for international players.

2.4.4 Text Type in Video Games

Unlike traditional translation, video game localization involves a combination of
specialized translation and literary translation, where “terminology meets literature” (Bernal-

Marino 4).
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According to Mangiron and O’Hagan “a wide range of text types, from literary to
technical with the use of literary narrative devices, legal texts and contemporary dialogue
scripts full of street-speak, can be present within one game” (154).

Indeed video games include technical, marketing and legal texts, these texts fall under the
umbrella of socialized translation. Not to mention the literary core of the game which is the
story.

All these text type present within the game pose different challenges for the translator,
technical translation requires knowledge of software localization, IT terminology and
localization industry standards, marketing content requires a dynamic and attractive style in
order to advertise the game, legal texts require competence in translating licensing, terms and
conditions, and privacy policies. Translating literary texts such as dialogs and plots and
narratives requires cultural and linguistic awareness, and creativity and literary sense.
Furthermore, game localization is a purpose or Skopos oriented activity (O’Hagan and
Mangiron 312). Video games are there to entertain and immerse players in a virtual world;
naturally, the localized version shall serve the same purpose. Moreover, game localization is a
target-oriented at its very core (Esselink 65). Therefore, the target player base are expecting
the same game experience as experienced by the original game’s player base. Fulfilling this
purpose is the way developers make money out of localization in the video game industry. In
order to clarify the matter we can apply Catharina Reiss’s textual function (1970/2000) to
Mangiron O’Hagan’s classification of text-types that can be found in video games. The
informative function is content-focused, the persuasive function is appeal-focused and the
expressive function is form-focused. Thus, technical and legal texts are governed by the
informative function, presenting states and facts. Marketing texts display a focus on the appeal

and their function is persuasive. Literary texts in games, like all literature, display an expressive
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function. The translator should maintain the functions of the translated texts according to their

particular genre in the original game.

The following table illustrates the relation between Catharina Reiss’s textual functions

and Mangiron and O’Hagan'’s texts classification in video games.

Table 2.4 Textual genres and their functions.

Textual genre Informative Persuasive Expressive
Legal v
Technical v
Marketing v
Literary v

The textual genre mentioned above need be assigned with the actual text-type presented in

video games.

Usually there are two kinds of texts presented within a video game: in-game text and

collateral materials.

In-game texts is further divided into game interface, game mechanics and game lore. The
interface include elements such as menus, dialog boxes with options and settings, and strings
(error messages, status messages, questions, and tooltips). Game Mechanics; contain item
names and descriptions, hero classes and skills, player instructions, hints, tutorials, trophies
and achievements. Game Lore consists of plot (descriptive texts, epic texts), dialogs (between
player and NPC, between multiple NPCs), quests and missions (dialogs, summaries, and

journals), world history, races, books and poems.

Collateral materials are texts that come along with the video game but are not included in the

game such as legal texts informational texts and marketing texts.



The following table demonstrates the two main text types and their subdivisions.

Table 2.5 Text types in video games.
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In-game Content

Collateral Materals

>
>

>

=

=
>

>

>

>

Game Interface:

menu

dialog boxes with options
and settings

strings (error messages,
status messages, ques-
tions, tooltips)

Game Mechanics

item names and descrip-
tions

hero classes and skills
player instructions, hints,
tutorials

trophies and achievements
(names and descriptions)

Game Lore

plot (descriptive texts, epic
texts)

dialogs (between player and
NPC, between NPCs)

quests and missions (dia-
logs, summaries, journals)
world history, races

books, poems, songs

Legal Texts:

> EULA

» Terms and Conditions
» Privacy Policy

Informational Texts:

user mstructions

Readme

updates, patches
developer announcements

VYVYVY

system requirements

Marketing Texts:
» adverts

> descriptions
» web content

2.4.5 Levels of Video Games Localization

Marketing strategies define the different localization levels, more promising markets,

have more chances of full localization, however, some platform holders might fully localize

their games into the languages of emerging markets in order to increase their hardware sales

and to insure their presence in these emerging markets. A clear example of this point is the case

of SONY’s Spiderman 4, which was fully localized for the Arabic speaking market in North

Africa and Middle East (MENA).
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Chandler categorized localization into four main levels:

No localization: some video games are not localized and are sold in their original language in
other countries. This offers the possibility of selling extra copies without investing in the
localization process.

Box and docs localization: this refers to the localization of the packaging and the manual of
the game. The game code and language remain in the original version, but the manual and
packaging and other supporting documents are localized into the target language. This type of
localization is typically done for a game that is not expected to sell more than few thousand
copies in other countries. Big advantage of box and docs localization is that the all language
versions can be shipped simultaneously with the original version.

Partial localization: partial localization means that only in-game text is translated without
having a voice over. This method is a cost effective, since there is no need to hire voice actors
or redesign graphics on account of lip-syncing for dubbing. The voice files containing dialogs
are usually subtitled in the target language.

Full localization: a full localization is the deepest level of localization and the most financially
expensive and resource demanding one, as this type of localization involves the localization of
all game assets including in-game texts, voiceover, packaging, game code. This provides the
players with a game fully adapted to their language needs and facilitates gameplay and
emergence in the game.

Nowadays developers and publishers have the tendency to carry on a full or partial localization.

This depends on the importance of the target market and the resources assigned to the project.
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2.5 Challenges in Video Games Localization

In video game localization, the translator might face many challenges; these
challenges can be classified into three broad categories: technical, linguistic, and cultural

challenges.
Technical challenges

The Arabic letters are read from the right to the left while its numerals are read from
the left to the right, more over its script is written in cursive (letters are connected together like
English handwriting). Languages with this criterion are technically called bidirectional
languages. Such languages require layout customization not only for texts but also to all the

Ul
Linguistic challenges

All video games incorporate variables for the translatable string that is to say that the
game software uses sting tables, which replace the variables contained in sentences, or phrases

with pre-defined string of texts see table 2.2 for more information.

For the translator this can impose a challenge because the translated sentence has to

make sense grammatically regardless of what text is added later when the variable is replaced.

A variable is code that is replaced during the game by a different value or term,
depending on the choices made by the player and the plot development, for example, "You
won %n star%s". Here, the variable “%n” will be replaced by the actual number of stars, and

€C_9

the variable “%s” will be replaced by “s” of plural or “null” depending on the number of stars.

Of course, this is the case in the source text, which is in English, but if to be translated

into Arabic this set of variable will not work
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Therefore, in the Arabic text, the variation will be multiplied as shown in the following

table:

Table 2.6 Variable in in-game text (English version).

You won %n star%s You won 1 star

You won 2 stars

Table 2.7 Variable in in-game text (Arabic version).

8aa)y dand Chay ) a8l //
Oliand Ciay y dl /!
(3,4,5,6,7,8,9,10) 533 ayjy dl p 32 N% Gy il
dani 20 ) dl daxi N% Caay al
(20,30,40,50,60,70,80,90,100)

According to Hatab and Goui, gender and number can impose a challenge especially
while translating from English into Arabic (66-78). For example in an online game the player
will receive this message “you lost this game” if the same game was localized into Arabic this
one sentence will have three different translations depending on the grammatical number

whether it was singularity, duality, or plural.
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Table 2.8 Grammatical Number issues while Translating from English to Arabic.

You lost this game 31 jlal) ¢yl 28
I 3 jleall Lai pud 28
1l '5\‘)1...\4]\ eﬁ).m; sl

This example illustrates grammatical number issues while translating from English to
Arabic, here comes the role of the developer to insert three different variables rather than one

as in the source language to insure an accurate translation in the final product.

Text fragmentation also represent a challenge while translating, as the translator deals with
isolated and decontextualized fragments. So the translator will be left obliged to assume the
gender and number of the addresser and the addressee. Translators accustomed to traditional

translation will most likely dislike this lack of context.

Cultural challenges

Video games contain some aspects of multimedia content that extends beyond pure
texts, such as voice over and video, these require a careful analysis and adaptation in order to
meet with the target audience expectations. Failing to do so can result in a negative outcome.
A famous example of this failure is a title developed by Microsoft, which caused a great offence
to the government of Saudi Arabia and to all Muslim players around the world. The game
soundtrack contained chanting in the background supposedly to add an Arab Muslim eastern
flavor to the game, later on it turned out that the chanting consisted of passages from the Holly
Quran, which is strictly forbidden in Islam. Microsoft later issued a new version of the game

without the chanting, while keeping the previous versions in circulation because US staff
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thought the slip would not be spotted, but the Saudi government banned the game anyway and

demanded official apology. Microsoft ultimately withdrew the game.

It is important therefore to remember that localization is more than just translation. It is a
complex, multidisciplinary process, which requires profound understanding of culture and
language and how they affect people’s perception and interactions with technology at its very
core the localization is about recognizing and accommodating differences between different

cultures to ensure that the final product is accepted by the target player base.

Intentionally left Blanc
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Chapter 3 : Analysis of PLAYERUNKNOWN'S BATTLEGROUNDS

3.1 The Survey

We opted for an online survey rather than the traditional one to reach a wide range of
Arab players and gain a clear understanding from the Arab player’s perspective, and gain a
broad understanding of the reason behind the choice of Arab players to play the game in its
original language rather than playing the localized version. Hopefully, it will serve as a

conclusion for the study where the research questions posed in the introduction are answered.
3.1.1 Description of the Survey

The online survey was designed and distributed randomly via email, social media, and
other communication platforms. In order to collect data regarding the players' views about
localized games and their language preferences, as well as to understand the reasons behind

their choices of language in their Favourite game.

The survey consists of twelve questions, a combination of close-ended, open-ended,

and multi-choice questions.
Online Questionnaire

1. Where do you live? (Open-ended question)

2. How old are you? (Multi-choice question)
3. What is your native Language? (Open-ended question)
4. Languages you speak other than your native language? (Multi-choice question)

5. For how long have you been playing video games? (Close-ended question)
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6. How many hours do you play video games every day on average? (Open-ended
question)

7. What is your Favourite game platform? (Multi-choice question)

8. Do you use Steam? (Close-ended question)

9. How many hours you have in your most played game? (Close-ended question)

10.  What is your Favourite video game? (Open-ended question)

11. In which language you prefer playing your favourite video game. (Close-ended

question)

12.  Why would you prefer playing video games in English instead of Arabic? (Open-ended

question).

Intentionally Left Blanc
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The Survey was designed using Jot Form and shared on Social media (Facebook

Gaming Groups) and a gaming communication platform (Discord).

The total number of participants is 76

The participants are from Algeria, Morocco, Saudi Arabic, Syria, Jordan, and some European

countries.

All the participants are males.

Languages you speak other
than Arabic ?

70 |
50 r

30 r
20 r

10

. B ==

English French German Spanich

Fig 3.1 Participants’ age and language competence.

20

10

how old are you ?

Par‘tlcmant
Pamﬂpant

14
participant

partlupants

14-20 20-25 25-3

Although the vast majority of participants are from Algeria, in which the second

language is French, but we saw that English became the dominant language for Algerian

gamers.
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This might be due to the fact that English is becoming the lingua franca in the world faced by

the downfall of the French language especially in IT related fields.

As expected, the age of the majority of gamers ranges between 14 and 25 years making 56 out

of 76 participants.

70
60 |
50 |
40 +
30 f
20 |

10 r

IN WHICH LANGUAGE YOU
PREFER PLAYING YOUR FAVORED

VIDEO GAME ?

English
58

English

Arabic

18

Arabic

70 r

B0

50 f

40 |

30

20

10 +

For how long have you been

playing video games?

morethan5 2-5years 1-2years
years

Fig 3.2 The language choice along with experience in gaming.

experience of more than 5 years.

1

Less than 1
year

Sixty-one (61) out of Seventy-six (76) participants have a considerable gaming

Fig.3.1 gave us an indicator on how the players would answer the question of “In which

language you prefer playing your favourite game?”
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As expected, the majority of players have chosen English as their default language in their

favourite game.

The result as follows:

English: 58, Arabic: 18

2 o -
why would you prefer English Some samples from the participants’ answers

instead of arabic while o Al 0l A g clab o g 1 0l 18
o . role lall B LUl ¢l jia o A0 431 Lytan 5 (San Y s phall
playing video games ? gl i 855y ) ) a8 Ladioplay

13 080y A (185 R 1 g Al A o g0 ) e

e A el o Yy AL i g ganss g ) Aol o a2 g0
Parlicipants ) )
25 dalui gf o g Clbsant 1A g dania y i daglia dan ) (1585 Ul
2 - A g o) ) ol Ll s uial) g &R 5, 01
P°”“'Pa“‘5 Pafhcmants AV e ol ¢l A & graa 2a 12 4 Jala) ARl Lisata o]

30 r

15 Participants 2l S e
2 ) ey s 5 0 S ol S il i 51811 51 3
10 Participants E oM &l at i Uikem, T .o o
_ A g (300 8 8 e 8 o () ) 8) J Al g o Al
- . Simply because the translation is not good.
0
%00 ‘,o e;@' q\,é\ \é& I am trying ll.] learn Enghsh whllle playing. .
Q‘,\” & ) oq}‘ > Because playing games in English allows me to enrich my
b-é""' @e‘ : @}o" \e?‘ o"‘% vocabulary .Additionally, games that are translated into my
4 ¢ & & R mother tongue (Arabic) are mostly wrong.
o A &
¥

Fig 3.3 Samples classification and some examples from the participants’ answer.

Bad Translation includes bad voice acting, wrong terminology, mistranslation, and

visual issues.

Other reasons include participants choosing other languages than English and no answer is

provided.

English provides better game experience; it facilitates communication especially in online

games, English being precise, and no visual issue.



49
Arabic not available means that the game is not yet localized, which indicates a lack of

Localization services in the Arab world

3.1.3 Findings and Discussion.

It is clear that most of Arab players would prefer playing the game in its original version

rather than playing it in Arabic for the following reasons:

o Poor localization quality. (Bad voice acting, use of a specific regional or local dialect

instead of Modern Standard Arabic (MSA).

o English provides a better game experience.
o No localization available for the game that they are playing.
o For education purposes as they want to learn English as a forging language through

playing video games.

o Players play their multiplayer games in English to avoid misunderstandings between
them regarding game items.

o Lack of Arabic game content in the internet (walkthroughs, gameplay, guides, and how-

tos).
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3.2 The Case Study: PLAYERUNKNOWN'S BATTLEGROUNDS

3.2.1 About PUBG

PLAYERUNKNOWN'S BATTLEGROUNDS or PUBG as most people call, is the
phenomenon that took the world of interactive entertainment by storm in 2017. The Japanese
movie “battle royal” inspired Brendan Greene to create the game. Battlegrounds is a player
versus player shooter game in which up to one hundred players fight in a battle royal, a type of
large-scale last man standing deathmatch where players fight to remain the last alive. Players
can choose to enter the match solo, duo, or with a small team of up to four people. The last

person or team alive wins the match.

PUBG was developed by a South Korean game company called Bluehole. The game
was localized into 17 languages including Arabic, French, Polish, Russian, Korean and Thai.
It is worth mentioning that the game was partially localized that is to say that they only
localized in-game texts, The Frequently Asked Questions (FAQ) section, website, update, and
patches.

The game is available on multiple platforms and the following are the release dates and

their corresponding platforms:

Pre-Alpha (NDA) | June - September 2016.

Alpha (No NDA) | October - December 2016.

Closed Beta | February - March 2017.

Steam Early Access | March 23, 2017.

Xbox One Game Preview Release | December 12, 2017.

Full Xbox One Release | September 4th, 2018.
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PUBG Project Thai | September 2018.
PS4 Release | December 7th, 2018.
PUBG Project Thai renamed to 'PUBG LITE." | January 24th, 2019.

Google Stadia version of PUBG was released on April 28th, 2020.

3.2.2 Analysis

According to Ahmad Khuddro Translation errors are classified into five major
categories: accuracy, linguistics, terminology, style, and typo in addition to the
mentioned categories we shall include another error category called “Technical error”
which is mainly associated with software localization In which we accordingly

classified the samples (113-135).

Accuracy:

R

KEY BINDINGS

Sample 01

The above example highlights the inaccuracy that may be encountered in in-game text

if the translator missed out the intended function of Ul element.

We suggest the correct translation would be as follows:

ST TT
Controls aSadl)
Key Bindings aSaill )5
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<>

GAMEPLAY
RELATED

Sample 02

For the above example, highlight unnatural Arabic structure due to literal translation

We suggest the following translation:

ST TT
Gameplay related callls Ala cld

{ Reload

Sample 03
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In this example, the translator has confused between being unarmed and the state of

having the weapon drown out, which resulted in inaccurate translation.

We suggest the following translation:

Unarm Okl elad)

Reload PSS

Mllbemore Sippery onthe Snowy anc ey temain. -
i

lon i Sower &nd you may ose more controlof the
s o e i el o Al 8 s o R
» Foolprints and vehicle tracks il appear s plajers trave el dlepal i el ol
20108 the snoncoveed pats, These markscan el denty i g gl 83l ol gl 1 o
enemis ththae pased by ety iy

Sample 04

The example present a case in which the translator confused between two words that
fall under the same semantic field which are vehicle and engine. Therefore, the result was

inaccurate translation.

We suggest the following translation:

Vehicles Lyl

Gameplay calll Jualis
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Linguistic errors:

DAILY LOGIN EVENT

COME! CLICK! GETXALL THE COOL ITEMS!

00Ul Jgll i

il lof

Sample 01

In this example, the translator made a mistake by imitating the English structure, which

lead to the omission of the proposition “1=” in the target text.

We suggest the following translation:

ST TT
Come! Click! Get! All the Cool Items! 142 )l ualiall fpe il e Jiaal g 1) [

Auto Reload ; Enable

Llal dug blel

Sample 02
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The Ul element above shows grammatical error due to the omission if the definite
article (—') in the word "4.=3". Not to mention the wrong choice of equivalence regarding the

word “Reload”.

We suggest the following translation:

Auto Reload Lolali Al sale )

Auto Reload Lolals el sale)

Click on I [Settings] button to check your

| NESIERNETRETTY STNTET) | | PR

Sample 03

In the above example, we noticed that the translator has made a grammatical error by
adding the definite article (—') to the word "_" which lead to incorrect translation. Not to
mention incorrect translation of the word "purchase history", which was translated to « Ja

£

We suggest the following translation:

Click on the [Settings] button [l Y] 5 st il

Purchase history il il / cliid) Jas




o Game Rufes
o How 1o win the match

« The team 1o make 30 klls first wins,

« If the duration of the match exceeds 10 minutes before esther
1eam reaches 30 kills, the team with the high kill counts wins

o Itwill result in 3 draw if both teams have the same kil counts
at the end of the match

« Starting a Match

« When the match starts, there is 8 30 second waiting time,

» There is an invisible wall enlrance during the waiting
time;

o Affer the waiting time ends, the invisible wall disappears, and the
match begins.

Sample 04
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aalllaclgs
ahluall ol iy

Yy .\l“lw i psis sl g1kl 0
Sl jas Al 30 Wl g2y ol Joou 10 8ol 838 gl 1) ¢
oMiall o sic ysl oy gl

o il zuai Gbell dgid za DU 2uc jusi HSkas Glesell G 1] @
Joloidl

lylaall cls

30 il Cag s Bhball b Loic @
wige b jlaz Jis o

bl L o el e il s JIAEUE g elgid 20y @

bl ule Jyanl oy

In this example, the translator made a mistake, which is related to Arabic Number-

gender Agreement.

Not to mention the omission of the preposition “c<” in the TT, which resulted in incorrect

translation.

We suggest the following translation:

ST

TT

10 minutes

&Ea 10

There is an invisible wall blocking the
entrance during the waiting time; Players
cannot go outside during this time

Aila Jaall e e D) miay (J e e laa clllia

odany) e
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Terminology errors:

COMMON ACTIONS

Move
Jump / Vault

Interact

Toggle Fire Mode

U (odlbl 259 (bas

Sample 01

In this example the translator made two mistakes, one concerning inconsistency when

she/he translated the word “Action” one time and borrowed in the second time.

Not to mention the wrong choice of equivalence in which she/he translated the word “Action”

to "Jéi"in this context, which is wrong translation.

We suggest the following translation:

ST TT
Common Actions Jlaaia¥) 3 i3 IS s

Combat Actions AU S s
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Aim (HOLD)

{

( eek ILeft / Right

'\-r,vy

g ((glc)

T
s/ Haoo(s LAl )

) 7
R R

Sample 02

In this example, the translator made a mistake by translating the word “Hold” into

“&le” which have very different meaning in Arabic.

In addition, she/he made another mistake by translating the word “Peek” into “slai¥)”,

We suggest the following translation:

ST T
Hold ) ety ol

Peek DBl oA

EquipMolotov Cocktail

Sample 03
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In this example, the translator choose to use the borrowed word “’Molotov” while there

IS an existing equivalence in TL.

We suggest the following translation:

Molotov Cocktail EEPEN|RUREN BN\
Haw do  top up LCOI? LCOW sl iss
Here s 2 step by step quide: thghn dghs iy b Lo
g LCON b Sy il il Bl g ol g 3
1,Once you e n the game click on the square ‘ps’ loon net 20 - e giad
the L-COMN  the upper right comer. gl b o ot s o DS gl gl ks il 3300
Clicking the square "plus" ioon wil send you to the top up page.
s.vwwxgummm.mseemmlmmm -&wdlwb!ﬂﬁlw"oldﬂ@ﬂl*dﬂ>-~ﬁli’ﬂ“d&q
Deen topped up in real time.
NOTE: There may a sight delay depending on the network environment it e v busas w3l id oo 5305l
Sample 04

In this example, the translator chose to use the borrowed word “’Lobby” while there is

an existing equivalence in TL.

There is also an inconsistency in terminology by translating the same term with different

translation within the same text.

We suggest the following translation:

Lobby Screen daa )l Ails




Stylistic errors:

Throwaole ftems Wheel

| 1Ll Al
o polid g

Sample 01
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A stylistic error: it means that you can understand the intention of the text, though it

sounds strange or perhaps does not fit with the target language norms

The above example highlights the unnaturalness in TT, where the ST “Throwable Items

Wheel” was translated into:

We suggest the following translation:

Kol aliall dlae”

ST

TT

Throwable Items Wheel

‘;n‘).“ :\l\k&“ )m\.\aj‘ 3)3\.3

]
AT .togges between equipped sights

 You can find n every world mp and addiionally ong canted ight will be
added in airdrop.

Sample 02

byl i

HAI oo bl i o

ol bl gy i ol ol o fl i L
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In the above example, the first sentence illustrates stylistic error, due to excessive use

of literal translation.
Where the ST “Add canted Sight as a new attachment” was translated into:
Sdilall Uil g g 8aaa jUsie g B (38 e Aila) 037

The second sentence presents a lot of redundancy in which the ST “Canted sight is a new scope

for weapons with a secondary scope slot” was translated into:
i) Uaiall ALy dalul) Gand s (38 e diliaY 4plSa) il o3
Not to mention the linguistic error.

We suggest the following translation:

ST TT
Add canted Sight as a new attachment 2 (38 S Qi) Uil A8l o
Canted sight is a new scope for weapons ¢) siaY dcaadll Al acaia Jildl jUsidll
with a secondary scope slot et




1. Relevant Schedules

-Mefeitwaspossibletoemetawall Undera certa idge

I Sathok,
) erd i 1ssue

.lee ANissle

Sample 03
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ol il o s iy

U& uv-

The example above shows many stylistic errors, in which the TT is understood, but

there is an issue of readability.

We suggest the following translation:

Fixed an issue where it was possible to enter

a wall under certain bridge in Sanhok

B g.u:M\ BEB% 3:1.1\5.«}_1 dalaiall ¢U=$SI\ Ch\ ?3

d}@_ﬁ.m‘da.\);‘sﬁ)}u;.“h\ u\)d;]\

Fixed an issue where matchmaking would

cancel after presenting a 5 message

2ic 5Ll e Canll elally Adliall olad¥) - Sa) o

il @l jled) ) seka

Fixed an issue where punch sounds could be
heard louder than intended across different

floors in a building

LS aa i yall & gaally Adleiall ¢lad¥) ~Slua) a3

Gishie e leelow (o IS il
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Typographical Error (Typos):

!)J.M_U' (W RT 1 R | . :
WL | )

Sample 01

duiuid| dau 3l Jasi

Sample 02
0B g bl
o Phase 2: Afterthe Safe Zone is created, the rumber of Special
Alrdrogs wilincrease by 1.
+ Phase 3: Afte the Safe Zone is created, the umbes of Special e ol €0l Ggall Ohliall pgaza 131 s &l Aopal ey o @il doyall 0
hirdrops wilincrease by 1. 1 e
.::','.A,_:'A‘rv M Oada N A e e L O A alal

SafeToneis ool @ols gall Shluofl g gars b3l s W Wyl ety o W pall 0
ning Specta 1 lgile il

Sample 03
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| encounter problemsiStarting the game. How do | fix it?

28TaM W IAre 2118 ' T N Ty 21 } taaltliaTala alalnlliatTa s
< A\ \ ! | | - | 19 ] Lo v\ ’ 1 W iwd
iyl 4! alL Lt L i1 | vy | WIS |

alSinall 030 J> gaboiwl g, dxs )l B (iiSay V

\ s M\ 1 3~ ! - \ 1 ¢ 15 - . r ~ ™ ~ Is
d ASL - USD (CUSRUIT AUSD UL Qo0 | LR AU (S C2ig) A9
@ oo - L% v, . B

Sample 04

o Rewards: Desertl M416 & Rock Star - AKM

DESERT CAMD - M4T6 ROCK STAR - AKM OESERT CAMO - MAIG ROCK STAR - AKM

Sample 05
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Vehicle Driver's Seat

Move to Vehicle Seat 2

Move to Vehicle Seat 3

Move to Vehicle Seat 4

2 8yl 22iis )| Jlas 3l
3 )Ll a2iis )| Jlasdl
4 8yl a2io LI Jlasd)

Sample 06

In the above six samples there are verity of typos error which can be related to Hamza

writing, gender issues, and problems of translating definite and indefinite articles.

We suggest the following translation:

ST TT
Cam Zoom Out J malt) dla)
Toggle X-Ray At daiY) Jads
I encounter problems starting the game. el 7 Ma) (AiSay S Aalll Jidi AiSay Y

How do I fix this?

Desert Camo &) jauall 4y gal

From this moment, you can no longer 4 sl clalaay) sle N CliSay ¥ Alda pal) A3 a2

summon the airdrops with the Flare Gun. A gadal) B LY Gudesa (B3 sk o8
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Vehicle Driver’s Seat 4 pal) (il 2ada
Move to Vehicle Seat 2 Bled) B2 mbal) ) JUEiiy)
Move to Vehicle Seat 3 Bled) B 3 mbal) ) JUiiy)
Move to Vehicle Seat 4 Bl B 4 Bal) ) JLES)

Technical errors:

KEY GUIDE

L) Jals

Sample 01
Usually in-game text overlapping is Ul related issue, which can be found only in the

languages that use different writing direction such as Arabic, Urdu, and Hebrew.

Therefore, the translator here is not to blame on this slip, but the developer is for not taking the

proper internationalization procedures.

We suggest the following translation:
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ST

TT

Key Guide

il

1

<

Reinher killed by headshot with |

2

3

4

Ji8 Toxen_ dlawlgs owil 9 ddllay AKM

Sample 02

Here we have a clear example of the outcome of not respecting the writing system of

Arabic while localizing a game, the Kill feed should be written from right to left respectively

to the Arabic writing system to avoid such anomalies.

It is worth mentioning that it is the developer’s responsibility to fix such issue during the phase

of Localization Quality Assurance.

We suggest the following fix:

ST

TT

[Playerl] killed [player2] by headshot with

[gun name]

a5 ol Y 3 3dlky [player2] J—= [Playerd]

[gun name]

Reinher killed KaR98_ AKM by head shot

with Minil4

ol 8 dallay KaR98 AKM J—3 Reinher

Minil4 idau) 5
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Note: we opted for this structure in the TT to make easy for the player to read the message
quickly considering the first thing you see in the ST is the killer and the killed person and that

is the most significant thing for players.

SORT BY TYPE TIME

Bandage
jal

> 59 £oi a8l

Sample 03
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BX )Ll:':.j.a

8X  sUss

45X )lh_i.a

32X )lhia

45X >laio

Zx )th.o

Sl (535 s Uasos

Sample 04

The above two examples illustrate another technical issue which can be found either in

Ul or in-game text.

This issue is related to writing direction variation between English and Arabic.

The ST is written as follows “Sort by Type Time” which is written from left to right, whereas
The TT is written as follows " 58 ¢ 55 <8 1" which is written from left to right imitating

the ST structure.

The result was unreadable translation in the TT.

In addition to mistranslation and inconsistency in terminology which are shown in the example

04.

We suggest the following fix:
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ST TT
Sort by Type Time gl e il Cann 58
8x Scope 8x JUaie
Holographic Sight YYD jUaie
Red Dot Sight o) yanl) ddadill HUaia

3.2.3 Findings and Discussion

The localized version of a video game must offer the player the same interface,
sensation and game experience as the original version. Games that have been poorly translated
generate great disappointment in the target audience, making the new version a failure in the

target market. With that in mind, our findings are as follows:

In terms of accuracy, the game includes numerous mistranslations, out of context

translations, wrong choice of equivalence.

At the linguistic level, we have spotted some grammar mistakes mainly related to
gender and number agreement, position of the Arabic Hamza, and some issues related to

translating articles and prepositions.

Having regard to terminology, we have noticed a certain inconsistency in terminology
throughout the game in which the same term have been translated differently within the game.

This can be an indicator of a lack of communication in the translation team.

In terms of stylistics, we have come across many unidiomatic expressions and a stilted
language (cases of translationese). Menacingly that the sentence could be grammatically
correct but phrased in a way that the native speaker would never use due the excessive use of

literal translation.
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In terms of typographical errors (typos), they were found mainly in the patch notes and

updates on the official website, this might be due to the lack of proofreading and editing.

In terms of technical issues, through our analysis we found that these issues are found
in in-game texts where variables are used extensively, along with visual issues that are related

to the different writing direction that English and Arabic have.

3.3 Conclusion

This study dealt with the Arabic localization of video games with PUBG as the case
study. It is divided into three chapters: Chapter One dealt with the history of video games from
its early stages to nowadays practice and how did the advancement of video game technology
affect the industry of video game localization throughout the years. Chapter Two dealt with
video game localization and software localization in general highlighting the differences
between them in addition to the aspects and futures of video game localization as well as the
video game localization as a process. Chapter Three was the practical part of the study; it was

devoted to the analysis of the case study.

We hypothesized that not hiring a localization expert cannot assure the best quality of
the localized game before release and might lead to unexpected clashes with the local player
base. We also hypothesized that there are time and space constraints while dealing with
subtitles, lastly, we hypothesized that there are challenges that might arise while localizing

non-textual materials these challenges are related to cultural norms.

Through the analysis of the survey and the case study (PUBG), we came to the

following conclusions:

Indeed not hiring a localization expert will result in a bad localization quality a major
factor that lead to the decision of the most players that responded to the survey of not playing

the localized version of video games.
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Time and space are challenges that face any translator while translating textual files in
video games. Especially in the RPG games or whenever the Sim-Ship model is adopted by the
publisher. However, in our case study space did not represent a major challenge since the game
did not contain much dialog, yet time constraints were a major challenge due to update cycles

with tight deadlines.

Through our analysis, it turned out that, cultural norms had a major effect on the
localization since the translators opted for literal translation for idiomatic expressions, which

resulted in a rejection among the playerbase.
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